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PLAGUE SiORY 




1 conij'juier vims, originating in Rome, has 
human beings. From deep within the most 
:,.„vorK compjlers, low-level radiation has 
ng the genetic codes of the Lnsuspectiog people 



TttB Vims cuts off vital r>eural linlis, sending all 
Vnose A affects Into a coma. People throughout 
f^e ate infected, and only virtual surgery 
can^ save tf>em and stop the spread of ttvs 



For the virtual surgem, the human mind is 
represented as a wtual city, modeled after 
ancient Rome, Inside this cityscape, you must 
operate quiddy (□ rebuild dan^aged neural 
linire, Ijeforetlie patients die from the strain of 
ttiEir increased neural activity. In addition vou 
must avoid virus-generated n 
could shorten the patient's life s 



Mankind's last hope rests with you and a 
select few virtual surgeons. Can you slop this 
honlt^ plague? 
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SYSTEM REQUIREMENTS: 

485/e6 Computer or higher, *iM3 of RAM, DOS 6.0 
or higher, BMB free hard disk space. 100% compal- 
iblo VESA VGA (640X4B0X25fi colors) doublo- 
speiid CD-ROM drive mouse 



1: Penlium based 
PC compaUble, 16 MB RAM, quad-s 
drive, sound card, joystick 

Supported Sound cards 

Sound Blaster or compalible, Sound 
compatiWe, Sound Blaster Pro, Sound 
or compalible. Sound Blaster le/ieASP, 
Blaster or Sound Blaster AWE32, Media 
Audio SpeciTum or compatible. Media ' 
Audio Specimm Plus or compatible. Pro 
Spectrum 16. Logitech SoundMan 16ofcompat 
Windows Sound Sy^em, Audiotrix Pro or comf 
ble. Advanced Gravis UHraSound, UltraSound " 
or compatible. 



Note: This program uses the 
Watcom C/C++ and Dos4GJ 
Questions atnut the libr 





K CD-ROM drivel and p 
" TvMlNSTALLandDr 



Piague CD into ■foui CD-ROM ilnve, 

"d" (whae "d;' Is ihB flesignaiton o( your 
ss ENTER 

Type INSTALL and press ENTER. 
Follow inslali inalrurtions to select a CD-ROM drive, the CPU of 
your compuler and lo dioosa an install direclorv 
When ITta mslallalion is complete, you will need lo set the proper 
configurallon Go lo Ihe Inslali hard disX and dlrectoiv ''V 'VP'^S 
"c:' (where *c:' is the deslgnelion of your had disk) and pressmn 
ENTER. Type "CD \PLAGUE' and BHn press ENTER Start 
setup program by typlrg 'SETUP" and then pressirg ENTER 
Follow the setup Instructions (aselfici an input deuic? b'^<: 

Enable your mouse driver. 
To start the game type "PLAGi 

thalntroduclion,ly[)B"PLAr;inii'r,i'iui| . 'j:: 

If yOL; aiB having IrolAle njnnng the gaiiii!. lake ^ iioK al '' e 
READ.ME fie Inside the Plague CD. 
Installing Plague under unndDm 95 
From tie dbBdoiy of the F^ague CD ddi on the MS DOS Install icon 
Follow the on-screen Instrucbons until completed. 
The lirsl time you play, clldi on Ihe c./Plague/Setup MS DOS Icon 
and follow Ihe instructions to optimije your system lor play 
Tliere is no program gfoup or icon ta this game. Under "My 
Computer', Oick on your hard dnve 'c " and locale ihe Plague 
diiectory. To see Ihe inlroa and play, click on the Plague.exe file 
To skip Ihe inlTQs and pls^. clicK on Ihe Flayeie lile 
To install and play via Wndowt 3.1. please exit Windows aixi 
ns (or DOS InsteHaBon. 
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OBJECT OF THE GAME 

VouarejtiWi^lhe Virlual Surgeons, and will bee,;. ,■ 
ing lo sava vln^lnfected paUenls. Your goal is In '.'.in 
Ihe annual svlianJ f^STk.Iha Aeacteny of Vir^usi 
Surgeons. To do so, ycM must^ the mipeQi a', ihe 
medical community by reaching the Mghest level ol ski)l 
It, professor andTfeally lo gum 
he niei£c^ Mnralory 

a student. In order to reci ' 





I'lb .viil only be reusaled al Ibe end of 
iney pia/s an important role In youi n 
lal Surgeon Hall of Fame (Ihere is a st 
■ ihal in ilie laboralory} 



ive selected a palient, Ih 



viriyal lepresentation of the patient's mind. Vourjob 15 to 
SnO hjs or her lost Ideas t)y nangaUng Hirough a model of 
Rorrie ^ou can lind Uiese ideas inside ffie virtual dly in 
the shape of yellow lamps, w^iich you musl colled by 
touching once. 

When you collect an idea, you can Iry lo solve the cone- 
ending portion of IhB neutal net using Uie special image 
carried wilh Uib idea. Once an idea Is solved, you will have 
lo Fi up Wis neutal rwi porilDti inside the paiients mind. 
To do so, find Ihe region in Bie tnaze of the mind Dial 
matches Willi the computer intetJacB. 

Firsi find the right apartment, than took for the tighl place 

to hang the lost idea you tiave recovered, 

(Refer to page 12 for furlhar instructions) 

UOTE: Wien pu gW into an apartmanl, look inside lha 

furniture, you may find useful objecls to help you in your 
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MONEY 

Each Snia you successfully complete an opBraUon, you will 
receiue paymenl. Tha amounl of money gained will vary 
depending on your skll level, the pattern's financial condibon 
and the sIrengBi of Bb virus infecllon. As a general rule, 
operalions willi tiigtier values will ccniain a more powerful 
fe idsas which you musl solue. less lirre to operate, 



aking a 




JJtw'll have to pay Bib same 
wye gained had the operaSon 
tKflKMt. a limit for uBuccessful 



any of these loi 
tal Surgeon's regisler. There is We limit (or Ihe numlier 
slienta you can kifi wiUiout kwof ranle. 



F9 - 
FIO + 



JOYSTiCK CONTROLS 




5TE£i?iriG CcnpRss 



ana Aparlnienls) 
Buttonl: Shool 
Button2: SUaie mc 



KEYBOARD CONTROLS: 

(ti the Virtual Cily, LEdwiaUry and Apanmwitfi) 
W: Changs StreenSiie 



R (or keypad): Reset Vhw 
B: Toggle Brain Scsiniitg |usa 
^leedteslow CPU) 
H: Toggle Music OiVOfl 
F: Toggle FX OvJOU 
P: Pause Game 
TAB: Map On/OfI 
Airuws: Move;RotatB 
AN * Arrows: Slrafe Mods 
Shift * Arrows: Run 
Cirl. ^' 
ESC: L 



■IS operalion ' Exil la Dos. 



FUNCTION KEYS 

F1; Help 
F3: Go lo Virtual Cily 
F4: So to Idea's Nel 

F5ff6: Shows Preuious/ Nsxt Captured Idea 
F7(SMCE: Toggle Signt ON aid OFF (Musi 1» 
ON Id shoot monstos, OFFlo anlerbuiiiSnoE.) 
ft: Uses 1 unit from your direct finder 
F9: Audio Mume - 



rWwntB) 

I 



MOUSE COMOLS 



In Idea's Hat 

■ Pom\ and click lalt hiillon to conned pins on \l\e net 
' Point and clidt laft buRon on slider to lins lune Uie G 

Inside Map 

RlgHl Sutton 

■ Zocin in pointed area 

In Virtual Oty, Laboratory anttApartmenis. 

Left Button 

■ Move loiward, backwsnj or rotate ai^caiding lo 
direcHon arri dlslance from M»sn canlrs 

Right Button 

■ PDlr>lBr)dinavehixiatilallylD open doors. ciDsel; 
and drawers 

• Right click to take object and har^ selected idea 
on red squares 

• Right dicli to shoot (oniy when sight is oril 




ICEFt S m£TLIGI?K Solving 



I GETTING STARTED 

gama starts in the labotator 
inlo Dw VIRTUAL SURGEON 
conv<Mrai the nghl vval, and dick the right mouse bunon. 
"NoK Theie are Mo Computer Control Panels placed in Ihe centet of 
Lab.TheWone, nearesl to UWEnWrns door, is called ■Simulator" H 
^ you csi Ban experiance pfaef cing operaBons withoul the Ihreat ol ni' 
will nol gain or lose money while pracficing In Ihe 'Simula' 



The seconfl Computar Conlrol Panel, calted 'Main Compirter". launches a 
complete game after you have registered your^f as a Virtual Surgeon, 
selected a patient and hit the Start button. 

Choose a patient using Ihe computer on the iell trail. Once again pcnni 
mlh the mouse at the panel and dick the nght mouse txjttcn. 
Select a patient Ir^ Ihe PATIENT REGISTER and clich the lelt mouse 
tMitton on START. The sdected patient win be eMered into the 
SURGERY CAPSULE, and the operaliari wW begin. YDu wlllnow be in 
front of the Main Computer. The operation sequence wU start automat- 
ically and Itie virtual dty wit appear. 

Look tor ideas, represented as yelloM lamps and try lo collect them, 
When you colled an idea you can use the F4 tiey to solve it In Ifie 
IDEA'S NET Vour jol> is to find Ihe exact linlr between input and outpit 
pins of Bie heL and the hght vdues ICir the |mi gain. 



the waving image is at lis brightest. Then aigust the gain numbers until 
perfectly still. Once you are infbmied Ihe 'klea has been solved' tlien the picture may 
liable position Mthin an apartment. HMT: where a solved idea pcture may be placed 

'il hv llie ^liane ol the pk^ure. 

e al one ^1 ihe lilue spheres on the left (the input pin) and then at one on ttie figbt an 
nqe with Ihe links will reflect on the Brightness ol the image. 

01 Grit|htness. tune the gam to steady the Image. Click the mouse on 



;r Bie v; 



is fron 



e.'jcl ^i;c. tie .liwi iiie image will waver When yon 
feacli Ihe coirscl saltings. Ihe idea is solued and Ihe 
image will be bright and stable. You cannol change it 
again. The status for the current idea will change from 
red to green in the PROXIMfTY STATUS WINDOW 
Return to dty wHti the F3 key. 

Eti^^^-lhe Bight using Ihe SPACE 
*0ot an amulBt with the CON- 
wr^l mouse button). 



can 0 
■house but 

Knetlnw] 

Once insldi 



YoLT can activate the CnY MAP la look for ideas (blue dots), to 
take care of monsters (Mack dots) and to find apartenent doors 
(red dais which turn green when the image is hanged]. Pay 
attention, each use of the map decreases a urfl of your 
DIRECTION FINDER. 



open apaftm^il OnBOtbt holding down the right 



im}. 

Once inskle'anwi8(tiwit,ia(^r<a red square on the wall. 
Ykj can put tha BMKled Idec^tj piMng with the mouse 
and then didcinfl the nghf mouaa Iwtton. A (»rrect square 
rs the same Size as the connected Klea. If you are carrying 
than one idea, you can select one using the F5 and F6 



You can also look for AMULETS to shooi m 
span, and DIRECTION FINDERS lo use as 
STATUS BAR whk;h delects the right door fo 



!SLECTRC£!1C£PHRL0!3Rfin! 




s. CLOCKS which gam pationl lite 
p and lo activate the PROXiMITY 
idea To look for these otijecis, try of 




Poitkms oT ifie software were creat- 
ed using the FfendeiWare Software 

Dsvelopniefit Kit 
© 1993 - 1 995 Crilerion Sollwa'e 
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